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DETAILED ACTION 

1 . This action is in response to the amendment filed 4/26/07. The examiner acknowledges 
that claims 1-7 have been amended, claims 8-26 have been added. Therefore, currently claims 1- 
26 are pending. 

Drawings 

2. The drawings are objected to under 37 CFR 1.83(a). The drawings must show every 
feature of the invention specified in the claims. Therefore, "the moving speed of the virtual 
camera is variable and is determined based on said determined distance" as claimed in claims 15- 
26 must be shown or the feature(s) canceled from the claim(s). No new matter should be 
entered. 

Corrected drawing sheets in compliance with 37 CFR 1.121(d) are required in reply to 
the Office action to avoid abandonment of the application. Any amended replacement drawing 
sheet should include all of the figures appearing on the immediate prior version of the sheet, 
even if only one figure is being amended. The figure or figure number of an amended drawing 
should not be labeled as "amended." If a drawing figure is to be canceled, the appropriate figure 
must be removed from the replacement sheet, and where necessary, the remaining figures must 
be renumbered and appropriate changes made to the brief description of the several views of the 
drawings for consistency. Additional replacement sheets may be necessary to show the 
renumbering of the remaining figures. Each drawing sheet submitted after the filing date of an 
application must be labeled in the top margin as either "Replacement Sheet" or "New Sheet" 
pursuant to 37 CFR 1.121(d). If the changes are not accepted by the examiner, the applicant will 
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be notified and informed of any required corrective action in the next Office action. The 
objection to the drawings will not be held in abeyance. 

Claim Rejections - 35 USC § 112 

3. The following is a quotation of the first paragraph of 35 U.S.C. 1 1 2: 

The specification shall contain a written description of the invention, and of the manner and process of making 
and using it, in such full, clear, concise, and exact terms as to enable any person skilled in the art to which it 
pertains, or with which it is most nearly connected, to make and use the same and shall set forth the.best mode 
contemplated by the inventor of carrying out his invention. 

4. Claims 15-26 are rejected under 35 U.S.C. 1 12, first paragraph, as failing to comply with 
the written description requirement. The claim(s) contains subject matter which was not 
described in the specification in such a way as to reasonably convey to one skilled in the relevant 
art that the inventor(s), at the time the application was filed, had possession of the claimed 
invention. The claimed limitation of "moving speed of the virtual camera varies based on said 
determined distance so that the moving speed is faster when said determined distance is farther 
and slower when said determined distance is closer" and "a moving speed of the virtual camera 
is variable and is determined based on said determined distance" is not described in the 
specification. 

5. The following is a quotation of the second paragraph of 35 U.S.C. 1 12: 

The specification shall conclude with one or more claims particularly pointing out and distinctly claiming the 
subject matter which the applicant regards as his Invention. 

6. Claims 1-26 are rejected under 35 U.S.C. 1 12, second paragraph, as being indefinite for 
failing to particularly point out and distinctly claim the subject matter which applicant regards as 
the invention. The independent claims 1, 6-8, 13 and 14 each recite "distance from said target 
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location to a reference location determined in a predetermined maimer toward the location of 
said virtual camera at a predetermined ratio is shortened / made smaller irrespective of whether 
or not said player character has continued to move." The rejection is maintained from previous 
office action for not clearly defining the bounds of the claim when read in light of the 
specification. The argument provided by the applicant is not persuasive in the regard that the 
amended claim appears to be consistent with the office action's assumption that "ratio between 
the location of said virtual camera and the target location is shortened once the player character 
has stopped moving." For example, as understood by the examiner, in the 0th frame, the target 
location is the same as the point-of-regard location. In the first firame before camera is moved, 
the target location and the point-of-regard location is changed by Ad, the first frame after camera 
is moved is shortened / made smaller by Ad x 80%, and the second frame is moved shortened / 
made smaller by Ad x 80% x 80%. Eventually after x number of frames, the point-of-regard 
location and the target location will be one of the same again, it does not allow any further "said 
target location to a reference location determined in a predetermined manner toward the location 
of said virtual camera at a predetermined ratio to shorten irrespective of whether or not said 
player character has continued to move," 

Claims 2-5, 9-12 and 15-26 are rejected for their respective dependency upon claims 1, 6-8, 13 
and 14. 
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Claim Rejections - 35 USC § 102 

7. The following is a quotation of the appropriate paragraphs of 35 U.S.C. 102 that form the 
basis for the rejections under this section made in this Office action: 

A person shall be entitled to a patent unless - 

(b) the invention was patented or described in a printed publication in this or a foreign country or in public use or on 
sale in this country, more than one year prior to the date of application for patent in the United States, 

8. Claims 1-14 are rejected under 35 U.S.C. 102(b) as being anticipated by Mizumoto (US 
6,409,597 Bl). 

Re claim 1. Mizumoto discloses a game apparatus in which a virtual camera (col 1, lines 32-40) 
arranged in a three-dimensional game space (col 6, lines 1- 12) is made to follow a target 
location determined by a location of a player character in the game space so that a behavior of 
the player character in the game space is displayed in a display (abstract; col 1, lines 1-17; col 8, 
lines 6-19) as a game image, comprising: an input-information obtaining programmed logic 
circuitry for obtaining input information input through a controller by a player at intervals of a 
predetermined number of frames in order to move said player character in said game space (col 
1, lines 55-67; col 2, lines 1-15; col 7, lines 10-16 and 21-67); a location updating programmed 
logic circuitry for updating the location of said player character and said target location in said 
game space based on said input information; a virtual-camera-location updating means for 
updating in order a location of said virtual camera in such a manner that a distance from said 
target location to a reference location determined in a predetermined maimer toward the location 
of said virtual camera at a predetermined ratio is shortened irrespective of whether or not said 
player character has continued to move (Mizumoto discloses one of such example in col 8, lines 
38-43 that the viewpoint is positioned to be the closest to the player's car by setting set point GP 
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at zero, and moving speed MS at 4) and a game-image generating means for generating the game 
image based on the updated location of said player character and location of said virtual camera 
(abstract; col 1, lines 55-67; col 2, lines 1-21; col 3, lines 25-40; col 8, lines 20-65; figures 5-10; 
col 13, lines 14-27). 

Mizumoto further discloses: 

Re claim 2: A game apparatus further comprising a virtual-camera setting programmed logic 
circuitry for arranging the virtual camera in a location determined in a predetermined manner 
toward a point of regard, and setting a direction of said virtual camera (col 8, lines 1-20) in such 
a manner as to face said point of regard (col 8, lines 25-55); wherein said reference location (col 
9, lines 1-40) is a location of said point of regard, said virtual-camera-location updating 
programmed logic circuitry updates in order the location of said virtual camera by updating in 
order the location of said point of regard in such a manner that a distance from said target 
location to the location of said point of regard is shortened at a predetermined ratio irrespective 
of whether or not said player character has continued to move (abstract; col 1, lines 55-67; col 2, 
lines 1-21; col 3, lines 25-40; col 8, lines 20-65; col 13, lines 14-27; figures 5-10). 

Re claim 3: A game apparatus further comprising a virtual-camera setting programmed logic 
circuitry for arranging the virtual camera in a location determined in a predetermined manner 
toward a point of regard (col 8, lines 25-55), and setting a direction of said virtual camera in such 
a manner as to face said point of regard; wherein said reference location is a location of said 
virtual camera, said target location is an initial location of said virtual camera that moves in 
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conjunction with said player character, said virtual-camera-location updating programmed logic 
circuitry updates in order the location of said virtual camera in such a manner that a distance 
from said target location to the location of said virtual camera is shortened at a predetermined 
ratio irrespective of whether or not said player character has continued to move (abstract; col 1, 
lines 55-67; col 2, lines 1-21; col 3, lines 25-40; col 8, lines 20-65; col 13, lines 14-27). 

Re claim 4. A game apparatus according to claim 1, further comprising a distance determining 
programmed logic circuitry for setting a maximum distance that uses said target location as a 
reference, and determining whether or not the distance from the target location to said reference 
location is rendered longer than said maximum distance; and a forcedly updating programmed 
logic circuitry for forcedly updating said reference location to a location within the maximum 
distance that uses said target location as a reference when determined by said distance 
determining means that the distance is rendered longer than said maximum distance (abstract; col 
1, lines 55-67; col 2, lines 1-21; col 3, lines 25-40; col 8, lines 20-65, Fig 5). 

Re claim 5: said camera-location updating programmed logic circuitry includes a reference- 
location calculating programmed logic circuitry for calculating an updated reference location, 
and said distance determining programmed logic circuitry determines whether or not said 
updated reference location calculated by said reference-location calculating programmed logic 
circuitry is rendered longer than the maximum distance from said target location (col 7, lines 22- 
67; col 8, lines 1-67; col 9, lines 1-37). 
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Re claim 6. A storing medium that stores a control program of a virtual camera executed by a 
computer of a game apparatus (col 2, lines 5-15; col 6, lines 12-15, and 38-52) in which the 
virtual camera arranged in a three-dimensional game space (col 6, lines 1-12) is made to follow a 
target location determined by a location of a player character in the game space so that a 
behavior of the player character in the game space is displayed in a display as a game image 
(abstract; col 3, lines 5-20, col 9, lines 40-67; col 10, lines 1-7), the control program of said 
virtual camera allows said computer to be functioned to provide: an input-information obtaining 
programmed logic circuitry for obtaining input information input through a controller by a player 
at intervals of a predetermined number of frames in order to move said player character in said 
game space (col 1, lines 62-67; col 2, lines 1-15; col 6, lines 30-39 and 62-67); a location 
updating programmed logic circuitry for updating the location of said player character and said 
target location in said game space based on said input information; a virtual-camera-location 
updating programmed logic circuitry for updating in order a location of said virtual camera in 
such a manner that a distance from said target location to a reference location determined in a 
predetermined manner toward the location of said virtual camera at a predetermined ratio is 
shortened irrespective of whether or not said player character has continued to move; and a 
game-image generating programmed logic circuitry for generating the game image based on the 
updated location of said player character and location of said virtual camera (abstract; col 1, lines 
55-67; col 2, lines 1-21; col 3, lines 25-40; col 8, lines 20-65; col 13, lines 14-27). 

Re claim 1, A method of controlling a virtual camera in a game apparatus in which the virtual 
camera arranged in a three-dimensional game space (col 6, lines 1-12) is made to follow a target 
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location determined by a location of a player character in the game space so that a behavior of 
the player character in the game space is displayed in a display as a game image (col 9, lines 40- 
67; col 10, lines 1-7) comprising following steps of: 

(a) obtaining input information input through a controller by a player at intervals of the 
predetermined number of frames in order to move said player character in said game space (col 
6, lines 30-39 and 62-67), 

(b) updating the location of said player character and said target location in said game space 
based on said input information (col 6, lines 30-39 and 62-67), 

(c) updating in order a location of said virtual camera in such a manner that a distance from said 
target location to a reference location determined in a predetermined manner toward the location 
of said virtual camera at a predetermined ratio is shortened irrespective of whether or not said 
player character has continued to move (col 13, lines 14-27), and 

(d) generating the game image based on the updated location of said player character and 
location of said virtual camera (col 8, lines 6-19; col 9, lines 40-67; col 10, lines 62-67). 

Re claim 8, a game apparatus in which a virtual camera arranged in a three-dimensional game 
space is made to follow a target location determined by a location of a player character in the 
game space so that a behavior of the player character in the game space may be displayed as a 
game image, comprising: an input-information obtaining programmed logic circuitry for 
obtaining input information input through a controller by a player at intervals of a predetermined 
number of frames in order to move said player character in said game space; a location updating 
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programmed logic circuitry for updating the location of said player character and said target 
location in said game space based on said input information; a virtual-camera-location updating 
programmed logic circuitry for sequentially updating, on a frame by frame basis, a location of 
said virtual camera in such a manner that a distance between said target location and a reference 
location that is determined with respect to the location of said virtual camera is made smaller at a 
predetermined ratio per frame irrespective of whether or not said player character has continued 
to move; and a game-image generating programmed logic circuitry for generating the game 
image based on the updated location of said player character and location of said virtual camera 
(cols 7-8). 

Re claim 9, a game apparatus according to claim 8, further comprising a virtual-camera setting 
programmed logic circuitry for arranging the virtual camera in a location determined in a 
predetermined manner toward a point of regard, and setting a direction of said virtual camera in 
such a manner as to face said point of regard; wherein said reference location is a location of said 
point of regard, said virtual-camera-location updating programmed logic circuitry sequentially 
updates, on a frame by frame basis, the location of said virtual camera by sequentially updating 
the location of said point of regard in such a manner that a distance between said target location 
and the location of said point of regard is made smaller at a predetermined ratio per frame 
irrespective of whether or not said player character has continued to move (cols 7-8). 

Re claim 10, a game apparatus according to claim 8, further comprising a virtual-camera setting 
programmed logic circuitry for arranging the virtual camera in a location determined in a 
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predetermined manner toward a point of regard, and setting a direction of said virtual camera in 
such a manner as to face said point of regard; wherein said reference location is a location of said 
virtual camera, said target location is an initial location of said virtual camera that moves in 
conjunction with said player character, said virtual-camera-location updating programmed logic 
circuitry sequentially updates, on a frame by frame basis, the location of said virtual camera in 
such a manner that a distance between said target location and the location of said virtual camera 
is shortened at a predetermined ratio irrespective of whether or not said player character has 
continued to move (cols 7-8). 

Re claim 1 1 , a game apparatus according to claim 8, further comprising a distance determining 
programmed logic circuitry for setting a maximum distance that uses said target location as a 
reference, and determining whether or not the distance from the target location to said reference 
location is rendered longer than said maximum distance; and a forcedly updating programmed 
logic circuitry for forcedly updating said reference location to a location within the maximum 
distance that uses said target location as a reference when determined by said distance 
determining programmed logic circuitry that the distance is rendered longer than said maximum 
distance (cols 7-8). 

Re claim 12, a game apparatus according to claim 1 1, wherein said camera-location updating 
programmed logic circuitry includes a reference-location calculating programmed logic circuitry 
for calculating an updated reference location, and said distance determining programmed logic 
circuitry determines whether or not said updated reference location calculated by said reference- 
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location calculating programmed logic circuitry is rendered longer than the maximum distance 
from said target location (cols 7-8). 

Re claim 13, a storage medium that stores a control program of a virtual camera executed by a 
computer in which the virtual camera arranged in a three-dimensional game space follows a 
target location determined by a location of a player character in the game space so that a 
behavior of the player character in the game space may be displayed as a game image, the 
control program of said virtual camera allows execution by said computer to provide: an input- 
information obtaining programmed logic circuitry for obtaining input information input through 
a controller by a player at intervals of a predetermined number of frames in order to move said 
player character in said game space; a location updating programmed logic circuitry for updating 
the location of said player character and said target location in said game space based on said 
input information; a virtual-camera-location updating programmed logic circuitry for 
sequentially updating, on a frame by frame basis, a location of said virtual camera in such a 
manner that a distance from said target location to a reference location that is determined with 
respect to the location of said virtual camera is made smaller at a predetermined ratio per frame 
irrespective of whether or not said player character has continued to move; and a game-image 
generating programmed logic circuitry for generating the game image based on the updated 
location of said player character and location of said virtual camera (cols 7-8). 

Re claim 14, a method of controlling a virtual camera in a three-dimensional game space so as to 
follow a target location determined by a location of a player character in the game space so that a 
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behavior of the player character in the game space may be displayed in a display as a game 
image, the method comprising: (a) obtaining input information input through a controller by a 
player at intervals of a predetermined number of frames in order to move said player character in 
'said game space, (b) updating the location of said player character and said target location in said 
game space based on said input information, (c) sequentially updating, on a frame by frame 
basis, a location of said virtual camera in such a manner that a distance from said target location 
to a reference location that is determined with respect to the location of said virtual camera is 
made smaller at a predetermined ratio per frame irrespective of whether or not said player 
character has continued to move, and (d) generating the game image based on the updated 
location of said player character and location of said virtual camera (cols 7-8). 



Response to Arguments 
9. Applicant's arguments filed April 26, 2007 have been fiilly considered but they are not 
persuasive. 

In regards to the rejection under 35 U.S.C. 1 12, the argument has found to be not 
persuasive for the reasons stated above in the rejection. 

In regards to the rejection under 35 U.S.C. 102, the applicant is claiming that Mizumoto 
fails to disclose "updating in order a location of said virtual camera in such a manner that a 
distance from said target location to a reference location determined in a predetermined manner 
toward the location of said virtual camera at a predetermined ratio is shortened irrespective of 
whether or not said player character has continued to move" as claimed in claim 1 and 
independent claims 6-7. The examiner respectfiilly disagrees with the applicant in this regard, the 
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claim is interpreted as the camera is shortened without regard to whether or not said player 
character has continued to move;" as cited by the examiner in cols 8, lines 20-65, one of many 
such example provided by Mizumoto states "if the position determination unit has determined 
that the player's car has crashed, the viewpoint is positioned to be the closest to the player's car 
by setting set point GP at zero, and moving speed MS at 4. This displays an impressive image of 
the player's car having crashed, as shown in fig 6." This example clearly shows that in a 
predetermined manner toward that a distance from said target location to a reference location 
determined in a predetermined manner toward the location of said virtual camera at a 
predetermined ratio is shortened when the player character has stopped moving." In the same 
claim, the applicant alleges that Mizumoto does not disclose results in shortening the viewpoint 
at a predetermined ratio, the examiner views 4 points per frame clearly as a "predetermined 
ratio." In the argument made by the applicant that the predetermined ratio is variable, not 
constant, no such claim limitation was claimed in claims 1-15, and claims 16-26 has not been 
seen to be supported by the specification. Accordingly, the examiner does not see a clear 
difference between "a predetermined ratio" as claimed and a constant rate of change in viewpoint 
as disclosed by Mizumoto. Applicant's arguments fail to comply with 37 CFR 1.1 1 1(b) because 
they amount to a general allegation that the claims define a patentable invention without 
specifically pointing out how the language of the claims patentably distinguishes them firom the 
references. 

In regards to dependent claim 4 where a maximum distance is determined and 
"determining whether or not said updated reference location calculated by said reference- 
location calculating programmed logic circuitry is rendered longer than the maximum distance 
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from said target location" in claims 5. The examiner respectfully disagrees with the applicant's 
viewpoint of setting 500 as the maximum point. As recited in one of the many examples in col 8, 
lines 20-65, "if the position determination unit has determined that the player's car approaches 
an obstacle such as a tree or building, the viewpoint is positioned to quickly approach the 
player's car by setting set point GP at 35, and moving speed MS at 10." This clearly 
demonstrates that in this instance, the maximum distance set is at 35, and the viewpoint is 
positioned to quickly approach the player's car when the maximum has exceeded 35. 

Newly added claims 8-26 has been addressed above in the rejection. 

Conclusion 

10. THIS ACTION IS MADE FINAL, Applicant is reminded of the extension of time 
policy as set forth in 37 CFR 1.136(a). 

A shortened statutory period for reply to this final action is set to expire THREE 
MONTHS from the mailing date of this action. In the event a first reply is filed within TWO 
MONTHS of the mailing date of this final action and the advisory action is not mailed until after 
the end of the THREE-MONTH shortened statutory period, then the shortened statutory period 
will expire on the date the advisory action is mailed, and any extension fee pursuant to 37 
CFR 1.136(a) will be calculated from the mailing date of the advisory action. In no event, 
however, will the statutory period for reply expire later than SIX MONTHS fi-om the mailing 
date of this final action. 
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Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Kang Hu whose telephone number is (571)270-1344. The 
examiner can normally be reached on 8-5 (Mon-Thu). 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Robert Pezzuto can be reached on 571-272-6996. The fax phone number for the 
organization where this application or proceeding is assigned is 571-273-8300. 

Information regarding the status of an application may be obtained from the Patent 
Application Information Retrieval (PAIR) system. Status information for published applications 
may be obtained from either Private PAIR or Public PAIR. Status information for unpublished 
applications is available through Private PAIR only. For more information about the PAIR 
system, see http://pair-direct.uspto.gov. Should you have questions on access to the Private PAIR 
system, contact the Electronic Business Center (EBC) at 866-217-9197 (toll-free). If you would 
like assistance from a USPTO Customer Service Representative or access to the automated 
information system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1000. 

/KH/ 
Kang Hu 

July 22, 2007 ^ n 0 A 
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Trainer AU: 3714 



